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I. INTRODUCTION
In the SD curriculum it is necessary to include subjects united with computer lessons (Guha & Leonard, 2002) . Therefore, teachers should be able to create learning methods that can take advantage of technology such as computers as a medium in the learning process. As said by Rusman, et al. (2012) that the media is a tool that allows students to understand and understand something easily to remember it in a long time compared with the delivery of subject matter by way of face to face and lectures without the tools or learning media.
Improving the quality of learning with the application of ICT (Information Communication and Technology) is done by developing learning applications in interactive learning model fun and exciting for students (Warsihna, 2005) . The dynamic nature of computer use is an important key to introducing cognitive play activities (Olive, 2000) .The learning objectives of IPS in schools according to Permendiknas No.22 (Depdiknas, 2006) include the following: (1) Understanding the concept of IPS, explaining the interrelationship between concepts and applying concepts or algorithms widely, accurately, efficiently, and appropriately in problem solving; (2) Using understanding of patterns and traits, performing IPS manipulations in generalizing, compiling evidence, or explaining IPS ideas and statements; (3) solve problems that include the ability to understand problems, design an IPS model, complete the model and interpret the solutions obtained; (4) Communicating ideas with symbols, tables, diagrams, or other media to clarify circumstances or problems; (5) Have an appreciation of the use of IPS in life, namely memilii curiosity, attention and interest in studying social studies, as well as resilience and confidence in problem solving.
Based on the above objectives the teacher should have a modern perspective in the process of teaching and learning, because in essence IPS does not lie in the mastery of IPS as a science only, but how to use the IPS to achieve success in life. In addition to giving priority to the development of the ability of understanding in an effort to develop students' scientific attitude, also required the ability of communication. Because through communication, a person will be able to express his ideas, findings or even his feelings towards others (Nature, 2012) .The ability of mathematical communication as a social activity and as a tool of thought recommended by experts to continue to be grown developed by the students (Umar, 2012) .
Mathematical understanding is closely related to mathematical communication. Students who already have the ability of mathematical understanding is also required to be able to communicate, so that understanding can be utilized by others. With the ability of mathematical communication students can also take advantage of IPS concepts that have been understood by others. By communicating his mathematical ideas to others, one can improve his mathematical understanding.
II. METHODS
The approach used in this research is descriptive approach. This study only examines and collects sources related to the Use of Interactive Multimedia Model Games on Elementary IPS Elementary School that is expected to provide benefits for the implementation of learning IPS in elementary school.
III. RESULTS AND DISCUSSION
Several studies have been conducted on the use of computers for IPS learning, that learning with interactive multimedia proved to increase enthusiasm or motivation and learning outcomes and make students comfortable in learning (Seo & Bryant, 2010; Milovanoviu, 2013) , In line with Kariadinata (2012) research that interactive media in IPS learning is very important to improve the quality of learning, which in turn will be able to prepare students to have high-level skills to face the competitiveness in the future. In addition to improving learning motivation, interactive multimedia game model can also increase the activity of mathematical behavior of students who experience attention deficit hyperactivity disorder (ADHD) (Jackson, et al, 2013) .
Many low-grade students feel that IPS lessons are difficult (Guha & Leonard, 2002) , which is one of the reasons for teachers to provide motivation in different ways. To make students motivated, enjoy learning IPS, and have a positive attitude towards IPS, teachers need to make a fun learning strategy. If the students already like IPS, then at least students' mathematical understanding and communication can increase as well. Because what happened during this time teachers only provide mathematical understanding procedurally, not conceptually. Likewise with the mathematical ability, the results showed that the mathematical communication skills of Indonesian students are still not good (Prayitno, 2012) , most students have difficulty in solving problem-solving problems and translate the problems into everyday life into the model IPS . Nusir, et al (2012) conducted research on multimedia programs in low class, the results showed that the method was effective to get students' attention, especially when cartoon characters were included in the program. One of the strategies to improve students' motivation in IPS learning is by using interactive multimedia learning media model games.
This model is interesting to study due to the high interest of Indonesian people to the games.
The use of multimedia for learning provides a better and longer understanding for students, providing attractiveness, both used as a method of problem solving, improving students' skills, critical thinking, and explorative (Koesnandar, 2006) . In addition, students enjoy learning to use computers, because they think they will play instead of learning (Ladel, 2006) . In Social Studies, computers help us to visualize abstract concepts, so that children can better understand the concepts we describe. If interactive multimedia can improve students' learning motivation, it is expected that the media can also improve understanding and mathematical communication.
Computers as Learning Media
Media comes from the word medius which means middle, intermediary, or introduction. Media is a tool that has the function of delivering messages (Boove, in Rusman, 2011) . Media in teaching and learning process has two important role that is: (1) Media as teaching aid or referred as dependent media because media position here as a tool; And (2) Media as a learning suber used independently by learners or called independent media. Rusman (2011, p.63 ) divides the learning media into five types, including: visual media, audio media, audio-visual media, media presentation groups, and media objects and interactive media based on computers.
Along with the development of technology, information, and communication, also developing process or method of learning today. These technological developments encourage renewal efforts in the learning process. The term computer derived from the Latin is computare which means counting. Computers are actually electronic media that can receive information in the form of digital input by using binner code in the application program, and display the output of information in the form of electronic data visualization (Rusman, 2011) .
Initially computers are used only for purposes of counting in administrative activities only, but currently computer applications are very possible to be used as a learning tool for educational purposes. Utilization of computer technology has contributed a lot to the learning process one of them is the application of computer-based learning. Benefits of computers for educational purposes according to Arsyad (in Rusman, 2011, p.47) c. Control is in the hands of students, so that the rate of student learning can be adjusted with the level of mastery. In other words the computer can interact with students individually, for example by asking and responding answers.
d. The ability to record student activities during the use of learning programs, provides better opportunities for individual learning and the development of each student can always be monitored.
e. Can connect with, and control other equipment such as interactive CDs, videos, and others with control programs from the computer.
The role of the computer as a medium of learning is to become the main source (major resource) in implementing the learning program in schools, through student computers can run applications supported programs also with other supporting facilities such as internet.
Interactive Multimedia Model Games
The definition of multimedia proposed by Ivers and Barron (2002, p.2) is:"Multimedia is the use of several media to present information. Combination may include text, graphics, animation, pictures, video, and sound."In line with the above opinion, Koesnandar (2006, p.75 ) also suggests that interactive multimedia learning is a medium of learning which is a combination of various elements of the media consisting of text, graphics, poto, animation, video, and sound presented interactively. Other opinions expressed by Rusman (2011, p. 10) , multimedia-based learning is a learning activity that leverages computers to create and combine text, graphics, audio, motion pictures (video and animation) by combining links and tools that enable the user to navigate , Interact, create, and communicate.
From the three opinions above can be concluded that interactive multimedia can be interpreted as learning media in the form of video or animation presented interactively, where students can use them individually using a computer in accordance with the level of ability to train certain skills and competencies. Multimedia model games or games is a learning program that emphasizes the presentation of the game with the content of lesson material in it. This model makes students involved in win or lose situations, there is reward or punishment. The emphasis of this game model teletak on the effort to maximize teaching and learning activities on an ongoing basis in the form of interaction between students and learning materials in the form of games. A lot of students, especially elementary students, are quite able to uncover the learning procedures are packed in the form of games (Darmawan, 2012) .
This model was developed based on the basis of fun learning. Multimedia model games are able to provide a more relaxed conditions that students perceived when learning. In this co-star the students will not experience learning fatigue, because the material presented is really the form of the game as well as the online games that kids love today. The games model belongs to a computer-based learning group with a branching programmed teaching pattern, in which information or material is presented in the form of game units, followed by questions and / or responses to the success or failure of completing the games in question. c. The material has been structured according to the lesson plan that the teacher made.
d. Files made easy to share and can be a summary of home study materials for students.
e. Make it easier to communicate instructional materials to parents so that they can assist parents in assisting children home-study.
Primary School IPS Learning
IPS is a science that has an important role in human life. IPS is a subject that is often considered difficult by students, especially elementary school students. The concept of IPS is an abstract concept, while the developmental phase of elementary school students according to Piaget (in Santrock, 2012) is at a concrete operational stage. This means that elementary students need real objects or examples related to their daily lives.
The mistake often made by elementary school teachers in teaching IPS is that they directly provide procedural understanding to students. Students should be given a thorough understanding of the concept first. Based on this, teachers are expected to teach IPS by providing experiences with concrete objects that are known to students to facilitate students to understand the concept of IPS meaningfully.
Ability to Understand Mathematical Concepts
IPS is a science that can be used by someone in life. Therefore each individual must have mathematical mastery at a certain level. The mastery is not the satisfaction of IPS as a science, but the mastery of IPS skills. Kilpatrick (2001, pp. 116) 6. Using, utilizing, and selecting certain procedures or operations.
7. Apply the concept or algorithm of a problem solving.
Mathematical understanding is important for learning IPS meaningfully.
Understanding the concept of mathematics is an important foundation for thinking in solving the problems of social studies and daily problems. Understanding the concept is the competence shown by the students in understanding the concept and in the procedure accurately, efficiently, and appropriately. Students who can understand mathematical concepts well, will be easier to apply in various life problems. Kariuki and Morris (2013) argue that the standard in IPS study now focuses on acquiring conceptual understanding, not just teaching methodologies or giving formulas. In IPS learning in the classroom, students tend to be directed only to the ability to use formulas, memorize formulas, so IPS is only for working on problems.
IV. CONCLUSION
In learning, the use of multimedia is very supportive of active and constructive learning, because by using this media students can construct their own knowledge. In IPS learning, the use of multimedia can help teachers to transfer abstract concepts to semiconcrete by visualizing in the form of drawings or diagrams. In line with Moreno (2002) , that multimedia program allows students to work easily to represent something complex.
The use of interactive multimedia games especially models, can be an alternative for elementary school teachers in choosing an IPS learning strategy. Expected by using interactive multimedia, students can enjoy IPS, improve motivation to learn, so that the concept of IPS understanding can also be improved. Teachers not only provide procedural understanding only. Because correct concept, students will memapu think in solving the problems of IPS or problems encountered in everyday life.
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